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One hundred arid three years pass • . . 

C>m! hwidred and three years after Acamantors expulsion 
from Belom, he has returned. 

} lasrinaxx the Druidwas in the forest ofArgoth searching for 
fresh mistletoe which was to be used as a component for a new 
speit he was preparing. In tlu: distance fie couW jitst make out a 
blossoming bush and started towards it. He flinched suddcnlv as 
he crossed tfie smaU patch of open grassland in front of it. Was 
fiu! seeing things or did tfie bush realty jolt suddaily? There it 
was again. 

All too late fie saw the wild boar come rushing out tovvwds 
[him. He staggered back arul yelped in agony as the boar mizzled 
Uts way muter fits robes and bit into his now tfirasfiin^ leg. 
lasrinaxx quickly pointed a ringed finger at the 6oaramfutterecf 
tM'O sfiort words of mystic Druitf cfiant. A small electricity 6oft^ 
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sfiot f'ortfi from tfie Druuf's finder am( (ljLscfiarge({ itseff into tfie 
6oar's Bacfe. Tfie onimaf squeeterf in a^onv omftfcappeareifinto 
?t o nuue of Biusfics. 

"How stupi<{ to 6e cou^fit imawore, \\ke. tfiat!" tfie Druii 
^tfiou^fit. "I've spent too mucfi time living in tfie sa/et)' of my 
[virto^e. Gone ore tfie (ioys wfien I sent Acomontor's demon 
Srinces hack to tfie 6axk pfanes from whence they came. Ch'cr 
one hundred vears fwve pa5t since then and although my mamc^ 



' has growm strotigcT; my spirit has qrowm weaker. I fxavc been 
expeiUd jrom my Dmid sect for experimenting with dangerous 
magics. I fiave become seperated from nature andtfie elemaital 
Ciods of the i:arth. the Wind, l ire and Water. And now aqe us. 
stowing my wits. What is left in Ufefor such a failed Druid?'' 
[t only Hasrinax kneM^ the adventures that were tofoUow. 

liasrinax cast his mind back to the wild boar. "Strmigc for an 
animal of the forest to attack a man. And a Druid at that. A 
friemi of all animals and indeed of nature itself i Perhaps it was 
a sign from the Gods. Motfxer llarth furselfwas trydng to telL 
him that fie was slacking as one of the few Great Dmids left". 

"\o! Tftat doesn't make sense" he thought. ''Tfie iiods would 
never use animals to do tfxeir fighting. That would be againsi^ 
he sacred laws of nature, lie asked himself again, whv should 
a wnld boar attack him? It seemed to be frightened^ Runninq. But 



running from what? Wfmi could possibly scare a boar in tiw 
forest ofArgoth? Mm?" 

"\o.' Hasrinaxx could sense iftfuire were men ncar6v. But he 
could sense something else though. It seaned almost lAiu:real. 
A fccfinq fur liadn't felt in a long time. \ot since fui'd vanquished 
tfi4! demon priiuies from Acamantors tower. But tfiat was many 
years ago. The wouTii£s tfiat opau:dthe darkplaiuis to this world 
could never be opened again. The Great Dndd sects had closed 
them soon after the danon piinces luui been expelled, with 
strong and rnvsticaf inagic". 

Hosrina^vA; cast fxis mind aside and set about tending to his 
wounded leg. \othing a small poxdtice of wouiuiwort couliln't 
fiv. 

It was OS fie stxim6(edaCong tfte u^eff Beaten track to Ishmar 
that (le saw \Aier\ni, his faithful young apprentice. Like all 



apprentice Druids, Lderym was too impatient in ieaming his 
maqic and would very^ often make misto^. Most ofthe time he 
would use the wrong herbs or speak the wrong Druid cfmnt 
wfien casting a sped. But he would learn, as all wisened Druid's 
did, with age. 

Something seemed strange though. Lderyn's face seemed 
almost expressionless, his eyes bulging. SaCiva dripped from fits 
mouth and his skin seemed to fmve a blue tinge to it. Hasrinaxx 
commam{ed him to fiaCt. f or a moment, he thought he saw a 
sign of recognition in his young apprentices face, but this 
Tistantty disappeared as tfte apprentice moaned deeply and 
contiinied to stagger forw^ard. 

As he grew nearer, a piercing stencfi came over the Druid 
^hich seemed to instantfy draw fiim out of his trance. The 
stencfi was unmistafta6fv tfiat of death - or rather the undead - 




• Hasrinaxx raised his ringed finger, his hand shaking, and 
pointedit towards his oncoming apprentice. 'Tm sorry Ederynl" 
he said softly and then uttered two words of mystical Druid 
chant. Strident long bolts of electricity shot from his fingertips 
and discharged themselves into the apprentices chest, sendiyig 
him reeling to the ground, his chest smouldering but his face 
still expressionless. The body lay there, twdtching and slowly 
sinking into the earth as if Mother Nature herself were callii\g 
the body back into the ground. But Hasrinaxx knew that the 
soul had not been vanquished to the afterw^orld aruf tftat it 
wouldrise again from this temporary grave in only a few hours. 

His head suddenly shot up. His senses were now keened m 
he could see all around him, coming from every directio 
through the bushes and between the trees. The undead were 
everywhere. Once living people, the proud villagers of Ishmar, 



manv were friends of Hasniuixx. Now reduced to the walking 
wulead. Reduced to attackiiuf the li\nng - ]ealous of those that 
'still fwld life. Hasrinaxx pitied their poor souls. 




He heard a thwiderciap, and in tfie distance he could see thai' 
Ihe clouds above the once peaceful land of Belom fxad fonnec 
r^i into tfie face of a dark, e\dl looking nioijc. He knew this was tf\e 
i^work of Acaniantor aiul his demon princes. He would return Uf 
Ishmar aiui from there, seek re\^aige and finally put an ettd to i 
this e\dl - and destroy the Dark Wage himselfi 




I le searchedhis small canvas bag mid fouTid tfie object tfiat 
required. He lifted the small silver crucifix high in his right 
haiul. The sun gleaxnedfrom it. IrustontCv tfie luitteotl baeked irito^ 
►tfk' busfie^s and t fie tree^ from wiunu:e ihe\f fxad come. Into ihci 
safet\' oj the darkness and away from tfie qteainiruj liol\' s\7nbol 
l^lfie Druid held in his fiami. 1 lasrinaA:^: .spoke a deep Druid c\uin(' 
and started to walk forwards, atonij tfie beaten traef^ to^ 
Isfimar... 



. LOADING INSTRUCTIONS 
Commodore Amiqa 500 {aiidA500 with Rampak) 
and Amiga 2000 

Switch on tfxc computer, hiscrt your Eniiqhtavmait disk when 
you see tfxc W^or^eiKfi prompt. The game wiU now [oad. 
Commodore Amiga 1000 

Swiich on the computer. Insert your 'Kickstan' disk when vou 
are prompted. When you see the 'W'orWiieneh' prompt, renun'e 
your 'Kick^start' disk a^^d insert your LnHighte^mvznt disk. 
\ote: 

1 ) Lnliqhtenment is only compatiBfe with Operating Systems 
1 .2 and afioA'c. 

2) Jf you have a secoml disk drive coTuiectetl you should 
remove this before switching on vour computer aTuifoadiiiq 
tfie qome. 



' (3) If you have 1 megabyte of memory inyourAmigaj thenyour 
Enlightenment disk wid automatically detect this and load 
a special version of the game that does not need to access 
the (&sk drive as often, thus speeding up gameplay. 
Enlightenment is also available for the following computers:- 



CBM 64/128 on tape £8.95 

CBM 64/128 ondisc £12.95 

Spectrum48K/+128K/+2/+3 ontape £7.95 

AmstradCPC 464/664/6128 ontape £8.95 

Am5trad:CPC 464/664/6128 ondisc £14.95 
Orders by mail to:- 



BT MaiC Order, PO Box 394, London N8 Tel: 01-348 8G18 

PLATING THE GAME 
Command keys 

Cast spell Numeric Keypad^- 1,2,3,4,5,6,7,8,9 



Take spell 
DiscardSpe(t 
Ccfmmand Elemental 
PaiiseAlnpaxise Game 
Quit Game 
Music On/Off 
SoundEjfects On/Ojf 
Elemental Mode Toggle 

ControCdng the Druid 

Use a joystick in Port Two. 

Controtdng the EtementaC 

Whenever you create an Elemental to help you, he can be 
commanded with the ^HELP' key to toggle between FOLLOW 
(theDruid) andSEND (the Elen^talin the direction the Dru^ 



'ENTER' 

Number keys - 1.2,3,4,5,6,7,8,9 

'HELP' 

T' 

'ESC 
'M' 

'DELETE' or 7' 



is facing). Alternatively, a second player can control your Ele- 
mental using a joystick in Port One. To switch between manual 
{two player) and automatic {one player) Elemental mode press 
the 'DELETE' key or the 'J' key. 

The Display 

The Constitution Indicator displays the current constitution 
of your Dnaxi This wnUrundown whenever you are attacked or 
when you walk through fire or water. The game will end and 
you will die if your constitution runs out. 

Tftc Sped Wimfows show you the spells tftatyou have inyour 
speHBooft.. Whenever your Druid walks over a sped, you will b 
told what the spell is in the message wixuHow and its icon will 
be sl\own in the central spell unmfow (tfxis window has re^ 
pointers eitfter side of it) . . if you want to take the spell, you can 



•store it inyour Speiibook, which can holdup to eight spclis. The 
sped vvntt not 6c taken ifycnir spetibook isfidi. 

The Elemental Display, shows the status of your Elemental 
[if you have one) . Firstly, you are shownwhat type of Elemental 
you have and what direction it is moving (li^efuf if he is off 
screen). The display above this sfiunvs_you either what command 
the ECcmenta£is currently ob^ng (FOLLOW or SEND) or tfiat 
tftc Elemental is in manual mode (secomT player - a joystick. 
icon). The bar to the left of this indicates your Elementals 
strengtfx. The colour of the bar re|n-esents the kind of elemental 
tfiat ^ou have: Brown jbr eartfi; red for fire) blue for water) or 
wftite jbr air. 

The Green Rating Bar above this will grow as you progress 
through the game to give you an idea of how weff^you are doing 
on your way to Englightenment. 




teat Druid Ratings 

As your Druid progresses through his adventures to 
Acamantor^s domain, the green rating bar wiff grow in length. 
This shows how well you have done in the game. When you die. 
(or wini), you will be given a rating which describes the title 
best suited to your Drui£ Of course, the best title is that of 
Overlord but onLy the best Great Druids will ever become so 
honoured. The raXings in order worst to best performance are:- 

OrcBreatFi LarihLord Druid of Reabn 

llarih Sfiartian Air Lord High Adept 

Air Shaman Water Lord A-Sanach 

Water Shaman lire Lord Ch'eriord 

lire S hamojx Keeper of ( )rder 

High Score to Save to Disk. 

if you leave your write protect tab ojfofyour Erdightenmeni 
disk {ie the b(ack tab shouldcover the hole) thenyour great druid 
ratings wilL be saved to your game disk for ail eternity. 



Druid Spe(U)ook 



sped: Conjure Earth Llementai 
Type: Summoning/Protective 
Duration: Special 
Area of Effect: Around elemental 

This spell is tfu! first of the jour ma\or elemental spells. When 
cast on open groutxd, a clay golem is summoned from the Earth 
Elemental Plane andwillrcrruxinas tfu: Druids serx^ant until its 
streixgth is depleted. He can only understand the three simple 
tommaiuls Wait, Follow andSeiul. The Qolem is resistant to al 
jorms of natural attack aiulis ver\' strong. Howe\'er, he is slow 
nd cumbersome and on occosiorts may prove a hiiulrance. 



Speii: Conjure Air Etemental 
Type: Summoning/Protective 
Duration: Special 
Area oj Effect: Around elemental 

As the conjure cart ft elemental spell except an air wispe is 
surmnonedfrom the Air Elemental Plane and will remain as tfie 
Druid's serx'cuit until its strength is depleted, 
llxe Wispe is very fast but also ver\f weak, The Great Druid i 
'Runeu^ort' was well known for useirxg VVispe^ in fast sweeping • 
attacks on large amounts of weak foes. 
Spett: Conjure Fire Elementaf 
Type: Summoning/l^otective 
Duration: Speciaf 
Area of Effect: Arountf e(ementar 



As the conjure earth eCementaf spell eA:cept a fiery phoaxix is 
summoned from the Fire C(ementaf Plane anxfwitt remain as the 
Druid's serx^ant until its strength is depleted, 
Tfie Pfwenix is rea.sona6fv fast But loses his strengtfi fast wfxen 
in wet or moi^t areas. 
Spell: Conjure VV^ater F^lemental 
Typ^- Siimmoning/Protective 
Duration: Special 
Area of Effect: Aroutid elemental 

As tfie conjure eartli eCementaf spell eA:cept a water kraken is 
summoned from the W^ater l^temental Plaiu: arut vvi If remain as 
tfie Druid's sen^ant until its sti'aigth is depleted. 
The Kra^'n is rea^onaBfv fa^t 6ut loses fiis stren^tfi fast wfien 
in hot or ariif areas. 



sped: VV^ff o/rire 

Type: Obstructive 

Duration: Semi-permanent 

Area oj Effect: 40' in direction cast 

\Vi\en cast, deep red flames erupt from tfie ground in the 
direction the caster is facing. The flames wiUcontiime for fortA' 
feet, unless hitting some soUd obstacle or significant feature of 
landscape {see ''Kaled's bookof universal constants*' for more on 
this). The wall will only destroy fire-feari^ig foes and remains a 
permanent feature of the landscape until the Druid leaves the 
present land. 

Spell: Wall of Water 
Type: OBstmctive 
Duration: Semi-permanent 



Area of Effect: 40' in direction cast 

When castj deep blue water spurts from the ground in the 
direction the caster is facing. This spell is much the same as the 
watt of fire spell except that it will only destroy water-fea 
foes. 

Spell: Death Touch 
Type: Offensive 
Duration: Short 
Area of Effect: Creature touched 

When this spell is castj any creature touched by the Di 
will instant^ die. HowevcTj a fewj more powerful creatur 
ccmnot be harmed by this form of magic. 



sped: DeatlUight 
Type: Destructive 
Duration: Sfwrt 

Area ofEjfect: 40' radius about Druid 

This speii wiU destroy all creatures wit/iiii aJort\^ foot radius 
a6out tfxe Druid for a short duration thus giving him time to 
qatlurr his wits or pass tfiroiujfi dark and eerie iands, There are 
some powerfuC creatures vvfto arc immune to this form ofmagie. 
Spell: Deatfilond: 
Type: Destructive 

duration: Medium 
'Area ofEjfect: 40' radius about Druid 

This sped is exactly the same as deatfiCiglit except tfmt is lasts 
much longer. Great Druids always warn thar unenfi^fitene 



inferiors to lise this form of magic sparingly, 
Spett: Yinger of Lightning 
Type: Offensive 
Duration: Sfxort 

Area of Effect: 40' in (Erection cast 

When cast, bolts of lightning shoot forth from the Druids 
jingertips. Tftese Botts are ten times more powerful than the 
normal electrical bolts that Druids usually jire. 



t Spett; Recharge 
Type: Replemsfiment 
Duration: immediate 
Area of Effect: Dmuf 

Tfiis sped repienishes the Druids electrical bolts for a short 
time, so that he can fire four bo(ts at any one time rather than 
the usuai three. 

Spell: Slow 
Type: Obstructive 
iDuration: Short 

Area of Effect: 40' ra^hus about Druid 

This curious magic causes all normal creatures within a forty - 
"foot radius of the Druid to become lethargic and slow thusi 
letting any nimble Druid pass between them quickly. 



pell: Fireshield 
Type: Protective 
Duration: Short 
Area of Effect: Druid 

When confronted with pillars offlamCj a wary Druid need 
only cast this spell. It wnllmake his robes andsandals like tough 
dragonscale for a short while and thus he will become impervious 
to all forms of natural heat 
Spell: Invisibility 
' Type: Concealment 
Duration: Short 
Area of Effect: Druid 

This well used spell is still one of the most usefuf tfmt a 
Druid can carry in his spellbook. The Dndd will be renderc 



imnsibU to aU creatxwes of normcd sight. However^ some 

creatures do not see with their eyes but instead use heat or 

magic as a source of seeing. 

Sped: Armour 

Type: Protective 

Duration: Short 

Area of Effect: Druid 

When castj this spell turns the Druids robes to strong steel 
for a short while, thxis rendering the Druid less vulnerable to. 
attack. 

Spelt: Turn Away 
Type: RepellenUlOusion 
Duration: Short 

Area of Effect: 40' radius about Druid 



"Tfxi5 spell makes tfu: Druid appear to be an abhorrait, powerful 
creature. This is of course, an illusion, but any unintelligent 
creatures in close \iciuitA' to tfie Druid will immediately panic 
rnul try to run away. In time, the spell will end and the ittusion ^ 
u'iff crumble away. 

Spell: Teteport 
Type: Ethereal travel 
Duration: immediate 
Area of Effect: Druid 

This spell is fairly rnysticaf. Great Druids fmve only maimgcii 
ho discover tftat wften tfiis sped is cost witfxiu a magic symboli 
tfie caster is sent to aTiotfurr ptafie (tfu! t\pe of platu: is decided 
hby the magic symbol). 



sped: Infra-xnsion 
Type: Visioimry^ 
Duration: Siwrt 
Area of Ejfcct: Dmid 

This rtiaqic is luscfiit in tWfe?a\s»;. It nic^s the Dmids eves 
sensitive to heat as weUas light. Uowe\'er, this power wi[[ on(v 
last a short time mid tfienyou will be (eft baek in the dark. 

Spell: Resurrection 
Type: Resurrection 
^Duration: Special 
Area ofEjfeet: Special 

7T1US spell was oriciinally created by^ the \ecromaiKer Ciroblaf 
Hn a clex^er attempt to cfieat death. Of course, Druid<i e\'er\nvhcrcl 



realised the value of such a spell and soon it was circulatnuf 
amongst the higherranks of the Druidsects. VVfiicncast. aqrave 
t is created. Should the Druid tiow bear tfie mtsfortiuu' to die, fu: 
wiff qain new life andfxU strength and rise from tfu: ver\' same 
grave tfmt he created. But be warned, you can only create one 
qrave. if you cast aiiotfu'r resurrection later, tfu' grave created^ 6v 
tfie jxrst resurrection will be destroyed. 

Spell: Doorblast Type: Destrucrive 
Duration: immediate 
Area of Effect: 5' rcufius a6out Druid 

VV^fkn tfxe Druiif casts tfiis speli, a migfitv explosion can be4 
{heard about the Druixf aruf all doors within a five foot ratCLits of 
fetfic Druiif will sfiatter and spfinter into a tfiousand pieces. /Vn\<' 
'yolxsh creatures witfiin forty feet of the Druid will cottapse in / 
agony at the sound of the e^^pCosion. 



sped: The Seeing Lye 
'A'pe: A'isioTian' 
Duration: Slxort 

Area of Effect: 80' in direction Cast 

This speilaiables the Druid to see what is aroundhim. Wfien 
cast, the Dmids mimiis aiiowedto follow the latui in front am{ 
see w(uxt dam'\ers await. 

Speli: Saqe 

Ty^e: Leqemi Lore 

Juration: immediate 

Area ofLjfect: none 

When this spett is cast, the Grand Dmid Klaven Marr wi(i 
ive von a short chie depemiinq on wliere vou are. This should 
aid your Druid in his c[uest for enliqhienmeni. 



Sped: Strengthen 
Tvpc: Replenishmait 
Duration: immediate 
Area of Effect: Elemental up to IGO' from Dmid 

This spell will make you elemental stronger and thus prolong 
its return to the elemental planes. 
Speit: Banquet 
Type: Replenishment 
Duration: immediate 
Area of Effect: Druid 

This spell makes the Druid feel like fu' has just eaten a large 
wholesome supper, thus reusing his constitution back to its best. 



^Spcil: Wine 

Type: ReplaiishmentyCurinq 
Duration: immediate 
Area ofEjfect: Druid 

This spelt creates a bottie of wiixe whieh ifie Dmid must 
drink straight away. It will partiafty restore his constitution 
6ut it wiff aiso heip to drive any poison from his system. 

Sped: Create Light 
Type: \^isionarv^ 
Duration: Long 

Area ofEjfect: 5' radius about Druid 

This speff will create a circle of light about tfie Druid^equa. 
to tfie light created by a small flaming torch. This light will 
e;vtinguisfi after some tune howex^er. 



Spdl: Crucifix 
" Type: Repeflent Ifdision 
Duration: Short 

Area of Eff ect: 40' radius about Dmid 

l liis spell causes a Holy Cross to appear in the Dndds hami 
for a sfwrt while. All wukadaiulunfxoly creatures will instant fv 
mn in fear from sued tu)lv refics. 
Spell: Key 

Type: Llntocfciitg Opening j 
k Duration: Immediate J 
r Area of Effect: Touch lock | 
L rfits spefi" is meref\' a \Iatje5 Cantrip. It causes aCf simple locK. 
■^mectumism^ to sfiile open tfuis allowing a locked door to bei 

opened. 



sped: Antidote 
Type; Curiiiq 
Duration: immediate 
Area of Ejf ecu Druid 

This is much more potaii tfmn wine and will instantiv cure 
any poisoned Druid. Upon casting, it will create a brew of rare 
fxerBs which must be immediateU' dnuik by the Druid, 
Spett; Uomoj Baeon 
Type: Oide Mystic 
Duration: unkmmm 
Area of Ejf ect: unknowni 



Grmtd Druids evervwfiere are puzzled about this spell. Tfurv' 
know that wfxax vou cast it; a horn sowulis createcf 6ut nothing 
further fiappens. li is sitspected tfiat it is used for summoning oj 
some sort. 

Sped: Coin of Charon 
Type: Olde Mystic 
Duration: w\kiwwn 
Area of Effect: unknownx 

When this spell is coat, a small gold coin appears bearing the 
picture of a grim reaper. The coin has the value of one hundre 



spelt: White Orb 

Type: Dcstructive/Enlighteivncnt 

Duration: Ktemaf 

Area of Ljfect: Acamantor 

Wfien a Druid ca^ts this speU property, he is recognised 05 
fiaving reached eniiqhteimient aiidis entitled to ertter tfie Circfe 
0/ tlie Great Dmids, 




The Lands oj Beiom 



l licve are ten iamis in Heiom as welt as Acanianior's jive 
level tou'cr. You start in the viilaqe of Ishmar. To tlie west, He 
the lands o| tiescrt uiid (ire. To the north of the desert lamis, lie 
the rockv plains which lead ftortft to tfte dark eerie caverns of 
darkfa'.ss. To tlxe nortfi of Ishmar, lies the weird woodlami ami 
to the east lie the swamplaiuU ami the lami of v\^ater. X'orth of 
die lami of water there lies the poisomnis land of fundus which 
qives passacje to the smnvboumi ice reqions. To the far east, 
n bevomi the v\'ater, fie^ Acamaiitor's tower - surrounded by a 3 
^ ' moat with ?u) bridge in siqht. 



Acamantor has also summomdthe demon princes once more, 
and they help fortify Acamantor's grip on the lands of BeCom. 
The demon princes can be found in the lands of fire, desert and 
snow and in the bottom two dungeons of Acamantor^ s tower. To 
destroy a demon, you must fire at it many times wfiiCst casting 
'DeathlighV or ^Deathland\ When the demon starts to weaken, 
its colour will change and a few more swift shots shouiddestroy 
it. But be warned, the demon will contimially spit fireballs at 
you as you attempt to destroy it. 



